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ABSTRAK 
 
 
 Pembelajaran bahasa asing boleh menjadi sukar pada usia lanjut. 
Walaubagaimanapun, pada masa ini terdapat banyak jenis aplikasi permainan dan bahan 
dalam talian yang dapat membantu semua peringkat umur belajar bahasa asing. Sesetengah 
masalah yang dikesan adalah pengguna mendapati kesukaran untuk belajar bahasa asing, 
aplikasi yang tidak cukup menarik dan pengguna takut membuat kesilapan ketika belajar. 
Projek ini akan menyelesaikan masalah tersebut dengan mereka bentuk dan membangunkan 
permainan yang serius untuk meningkatkan keupayaan pelajar belajar bahasa Jepun dan 
menguji sistem. Terdapat dua bidang yang perlu dipertimbangkan dalam pembelajaran bahasa 
dan pengajaran menggunakan dengan permainan video. Kedua-dua bidang ini adalah 
Computer-assisted Language Learning (CALL) dan Digital game- based Learning (DGBL). 
Untuk projek ini, bidang yang akan digunakan ialah DGBL. Ia tidak digunakan sebagai 
bantuan tetapi untuk membuat bahan pembelajaran lebih seronok dengan menambah beberapa 
mekanik permainan yang menarik. Projek ini menggunakan metodologi Rapid Application 
Development (RAD). Kesimpulannya, projek ini telah membangunkan aplikasi permainan 
yang berguna yang boleh digunakan oleh pelajar dan orang yang berminat untuk mempelajari 
bahasa Jepun. 
iv  
ABSTRACT 
 
 
Learning foreign language can be difficult at later age. Although, currently there are 
many different type of gaming apps and online material that can help people of all ages to 
learn foreign language. The problems are identified when user find it difficult to learn foreign 
language when the application is not engaging enough and user afraid of making mistakes 
when learning. Therefore, this project may solve those problems by designing and developing 
a serious game in order to increase learner’s ability to learn Japanese language and tests its 
system. There are two fields that needs to be considered in language learning and teaching 
using with video games. The two fields are Computer-assisted Language Learning (CALL) 
and Digital game-based Learning (DGBL). For this project, the fields that will be used is 
DGBL. It is not used as an assistance but to make the learning material more fun by adding 
few engaging game mechanics. This project uses Rapid Application Development 
methodology. In conclusion, this project has developed a useful game application that can be 
used by students and people interested in learning Japanese language. 
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CHAPTER 1 
 
 
 
INTRODUCTION 
 
 
 
 
1.1 Introduction 
 
Learning foreign language at a later age can be quite a challenging fit. However, 
nowadays there are many different type of gaming apps and online material that can help 
people of all ages to learn foreign language. One current language learning game that is 
notable to mention is Japanese Word Dungeon. The game works by making the player 
battle with monster while going through a dungeon. However, the player can only attack 
the monster by choosing the correct Japanese character. This makes the game interesting 
by making the player memorize Japanese character in order to defeat their enemies and 
go to the next level. Another good example of a language learning game is Japanese Spy: 
Learn Japanese. The game makes the player learn Japanese by giving the player a task 
they need to complete. Each task has its own mini game and this makes the learning 
experience fun. 
 
All the games mentioned above are several examples of a language learning game. 
In term of strength, the reason for using game in learning foreign language is because 
they can learn foreign language by easier and fun way. This is because instead of learning 
language by memorization and quiz, learner can play a game that requires the same 
method. The game makes learning foreign language experience fun and memorizing 
easier. In term of weakness, learning foreign language through game is not really good 
because balancing learning and interesting gameplay is hard. The gameplay should not 
hinder the process of learning. 
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Therefore, this project general problem proposes a solution to make a serious 
game about learning foreign language. In particular, this project intends to make a game 
about learning one of the Japanese character, Katakana. 
 
1.2 Problem Statement 
 
Problem cannot be avoided when developing this project and this project have 
some issues that needs to be solved. Below is some problem that can be identified in this 
project: 
 
i. Difficulty to memorize: 
 
 
It is difficult for people to learn and memorize new foreign language and 
retain the knowledge. The true aim of making this serious game on learning the 
Japanese language is so that the learner will have an easier time recalling and 
memorizing in using Japanese daily. Game can make vocabulary and grammar 
learning more enjoyable and provide the language learners with a meaningful 
context to practice communicatively (Ketterlinus, 2017). This shows that game 
can help in learning and memorizing a foreign language better. 
 
ii. Hard to concentrate: 
 
 
A serious game is about making learning fun. Learning foreign language can 
be hard and student may have a hard time to concentrate on learning because of 
the boring process. Turning a learning material into a game can make the learning 
process entertaining enough for the learner to pay attention while learning. When 
they are enjoying the learning process it will make them easier to concentrate and 
learn the language. By playing game, the player or learner will have to concentrate 
on a set of goal and purpose on getting the right answer or passing a certain course 
of event. Chik and Ho (2017) found that setting own goals and purposes, being in 
control, and being proactive were essential for learners to persist with the learning 
materials over time. This shows that when there is goal and aims to achieve by the 
player, it will motivate them to achieve the right result. 
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iii. Difficulty to learn from mistakes: 
 
 
Making mistakes is a common problem in learning. However, making a 
mistake while learning language can make you feel frustrated. This is not a problem 
if you learn using game. According to Ketterlinus (2017), due to the fun and 
interactive nature of language games, learners can practice target language 
structures without worrying about making mistakes or being watched. 
Memorizing is easier done when you do not have to worry about making mistakes 
in front of your whole class. Also, gaming provides the player or learner to play 
and memorize the part they have a hard time learning by repeating that certain 
level in the game. This is the reason why people tend to learn foreign language on 
their own. 
 
 
1.3 Objective 
 
The aim of this project is to make learning Japanese character, Katakana easier.  
Below are the objectives this project need to achieve and target aim: 
 
i. To design a serious game for Japanese Characters, Katakana. 
ii. To develop a serious game on learning the Japanese characters, Katakana. 
iii. To test and evaluate the user acceptance of the developed game. 
 
 
 
1.4 Scope 
 
Every project has a range of scope that needs to be done. Below is the scope of 
this project: 
 
i. Develop a 2D game that can be played on PC. 
ii. The target user is students especially from UMP who wants to learn 
Japanese. 
iii. The user is expected to at least know basic Japanese characters such as 
Hiragana. 
iv. The game is developed using Unity. 
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